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WARNING: READ BEFORE USING YOUR PLAYSTATION' GAME CONSOLE. 

A very small percentaQe ot individuals may experience epileptic seizures when exposed to certan ligfit patterns or 
flashing lights. E>posuc lo certain patterns or backgrouncs on a television screen or while playing videc garrcs. 
including oames played on the PlayStation game console, may induce an epileptic seizure in these individuals. 
Certain conditions may induce previously undetected epileotic symptoms even in persons who have no history of 
prior seizures or epilepsy. II you. or anyone in your family, has an epileptic condition, consult your physician prior 
to playmg. If you experience any ot Iho following symptoms while pbying a video game - dizzness. altered vision, 
eye or muscle twitches, loss of awareness, disorientation, any involuntary movement, or convulsions - 
IMMEDIATELY discontinue use and consul! your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the user manual loi your 

projection TV. unless it is of the LCD type. Otherv/ise. it may permanently damage your TV screen. 



USE OF UNOFFICIAL PRODUCT; 

The use ot unofficial products and peripherals may damage your PlayStation game console and invalidate your 

consols warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended tor use only with the PlayStation game console. 

• Do not bend it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source ot heat. 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by Ihe edges and keep it in its protective case when not in 
use. Cloan the disc with a lim-lree. soft dry cloth, wiping In straight lines Irom cc-ntar to outer edge. Nover use 
solvents or abrasive cleaners. 
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STARTUP INFORMATION 



Set up your PlayStation 1 ' game console 
according to the instructions in its 
Instruction Manual. Make sure the 
power is off before inserting or 
removing a compact disc. Insert the 

Army Men": World War - Final Front 
disc and close the Disc Cover. Insert 
game controllers and turn on the 
PlayStation game console. Follow 
on-screen instructions to start a game. 
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DEFAULT CONTROLLER 
FUNCTIONS 



SOLDIER CONTROLS 



* DIRECTIONAL BUTTON /FORWARD: 

* DIRECTIONAL BUTTON /BACKWARD: 

* DIRECTIONAL BUTTON: 

* DIRECTIONAL BUTTON: 
© BUTTON: 

® BUTTON: 
(■» BUTTON: 



SOLDIER RUNS FORWARD. 
SOLDIER WALKS BACKWARD. 
SOLDIER TURNS LEFT- 
SOLDIER TURNS RIGHT. 
FIRES WEAPON. 

CYCLES WEAPON/EQUIPMENT INVENTORY FORWARD. 
CYCLES WEAPON/EQUIPMENT INVENTORY BACKWARD. 






ADVANCED COMBAT 

© + ♦ OR * DIRECTIONAL BUTTON: 

THE U BUTTON + *OR ♦ DIRECTIONAL BUTTON: 

THE R2 BUTTON (HOLD): 

THE U BUTTON + DIRECTIONAL BUTTON: 

WHEN KNEELING 



SOLDIER PERFORMS A FAST TURN. 
SOLDIER PERFORMS A SIDE STEP. 
SOLDIER DUCKS AND STAYS PRONE. 
SOLDIER ROLLS IN THE DIRECTION PRESSED, 
THEN REMAINS KNEELING. 



♦ OR ♦ DIRECTIONAL BUTTON: SOLDIER STANDS AND M0VE5. 

4 OR * DIRECTIONAL BUTTON + THE R2 BUTTON (HOLD): SOLDIER MOVES TO CRAWL POSITION. 

* OR ♦ DIRECTIONAL BUTTON (HOLD) + THE R2 BUTTON (HOLD): SOLDIER CRAWLS. 
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SPECIAL WARFARE: COMBAT CAM 
THE Ri BUTTON BUTTON: 

DIRECTIONAL BUTTON 
(WHEN IN COMBAT CAM): 
THE Li BUTTON + DIRECTIONAL BUTTON 

(WHEN IN COMBAT CAM): 

ALL (VEHICLE AND SOLDIER) 

SELECT BUTTON (HOLD): 
START BUTTON: 



BRINGS UP FIRING CURSOR AND 
ENTERS COMBAT CAM (TOGGLE). 

MOVES THE CURSOR AROUND IN COMBAT CAM VIEW. 

SOLDIER MOVES AROUND IN COMBAT CAM VIEW. 



BRINGS UP MAP SCREEN. 

PAUSES AND UN-PAUSP S GAME AS WELL AS BRINGS 

UP YOUR OPTIONS. 



VEHICLE CONTROL (MOIORCYCLE, ASSAULT RAFT AND CARGO TRUCK) 



© BUTTON; 

* DIRECTIONAL BUTTON /FORWARD: 

* DIRECTIONAL BUTTON /BACKWARD: 

* DIRECTIONAL BUTTON: 

* DIRECTIONAL BUTTON: 
THE Rl BUTTON: 

THE Rz BUTTON: 

THEUSUTTON(HOLD): 

® BUTTON + THE * OR * DIRECTIONAL 

BUTTON: 



FIRES WEAPON/HORN. 

VEHICLE ACCELERATES FORWARD. 

VEHICLE ACCELERATES BACKWARD. 

VEHICLE TURNS LEFT. 

VEHICLE TURNS RIGHT. 

RAISES THE WEAPON TRAJECTORY ANGLE. 

LOWERS THE WEAPON TRAJECTORY ANGLE. 

3RINGS UP REAR VIEW. 

MAKES VEHICLE PERFORM A FAST TURN. 
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VEHICLE CONTROL (TANK) 



© BUTTON: 

THE U BUTTON + THE Rl BUTTON : 

THE U BUTTON +■ THE R2 BUTTON ; 

THE U BUTTON : 

THE L2 BUTTON : 

THE Rl BUTTON ; 

THE R2 BUTTON : 

THE Li BUTTON + THE Rz BUTTON : 

THE Rl BUTTON +THE U BUTTON : 

* DIRECTIONAL BUTTON /BACKWARD: 

* DIRECTIONAL BUTTON /FORWARD: 

♦ DIRECTIONAL BUTTON: 

♦ DIRECTIONAL BUTTON: 
©BUTTON OR® BUTTON: 



FIRES WEAPON. 

TANK ACCELERATES FORWARD. 

TANK ACCELERATES BACKWARD. 

SPINS THE TANK FORWARD AND COUNTER-CLOCKWISE. 

SPINS THE TANK BACKWARD AND CLOCKWISE. 

SPINS THE TANK FORWARD AND CLOCKWISE. 

SPINS THE TANK BACKWARD AND COUNTER-CLOCKWISE. 

SPINS THE TANK "ON A DIME" TO THE LEFT. 

SPINS THE TANK "ON A DIME" TO THE RIGHT. 

RAISES THE WEAPON TRAJECTORY ANGLE. 

LOWERS THE WEAPON TRAJECTORY ANGLE. 

MOVES THE TANK TURRET LEFT. 

MOVES THE TANK TURRET RIGHT. 

TOGGLES BETWEEN CANNON AND MACHINE GUN. 
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VEHICLE CONTROL (SUBMARINE} 



© BUTTON: 

* DIRECTIONAL BUTTON /FORWARD: 

* DIRECTIONAL BUTTON /BACKWARD: 
4 DIRECTIONAL BUHON: 

* DIRECTIONAL BUTTON: 

THERl BUTTON: SUBMARINE RISES. 

THE Rz BUTTON: 

THE Ll BUTTON (HOLD): 

©BUTTON + THE* OR* DIRECTIONAL 

BUTTON: 







FIRES WEAPON. 
SUBMARINE ACCELERATES 
SUBMARINE ACCELERATES BACKWARD. 
SUBMARINE TURNS LEFT. 
SUBMARINE TURNS RIGHT. 

SUBMARINE DIVES. 
BRINGS UP REAR VIEW. 

MAKES SUBMARINE PERFORM A FAST TURN. 







GETTING STARTED 
FROM THE MAIN MENU 



After the Title screen and irtro movie, the Main Menu appears. Press the * or ♦ directional button 
to highlight and the © button to confirm. The Main Menu has the following options available: 




ENTER YOUR NAME; 
PRIVATE WALT 
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NEW GAME 



Take on the role of the heroic Green soldier who must 
battle the invading Tan and secure peace for the Army 
Men world A variety of weaponry and vehicles are 
available for you to find and fire away at the Tan. Get 
ready to smash the Tan in five battle environments! 

To enter your name, select a letter by pressing the 
* or * directional button, move forward or backward 
a letter by pressing the * or * directional button, 
respectively, and press the © button to confirm the 
name and begin the game. 



TRAINING 



B 

Training is actually two parts: Boot Camp and Combat 
Training. First is Boot Camp, wharo you fire weapons 
and drive vehicles as much as you like. Then there is 
Combat Training, which introduces you to the bastes 
of Army Men game play. Here you engage in a series 
of battle exercises to attain readiness before 
entering battle. The key to winning ANY war is a 
professional, well trained army. 






TWO PLAYERS 



Select one of four modes here to take on the 
enemy! Four maps are available for you to wage 
war in any of the modes! 

COOPERATIVE ] 

You and a friend go against the computer in 
Cooperative mode. Rely on your friend to distract 
the enemy to allow you to sneak behind the enemy 
and catch them off guard! 
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CAPTURE THE FLAG 
You and your opponent try to make it into each 
other's territory, capturing the other's flag and 
leturning it for the win. But before you begin 
play, you get to place your allies on the 
battlefield with the player editor. 

The player editor is fun to use and gives an 
endless variety of ways you can set up your 
army on the land. After you select the 
battlefield, the player editor screen appears. 
The following is information on how to set 
up the playfield for both players: 




1 



CAPTURE THE FLAG (CONT.) 

• At any time, press the SELECr button to bring up the on-screen Help menu. 

• Press any directional button to scroll the screen. 

• On the left of the screen is a list of soldier types you place. Press the ® button 
to highlight the next soldier type. 

- Before you set a soldier on the playfield, you have the option of making that soldier 
defend or attack. When a soldier defends, he stays at his post until he is destroyed. When 
in attack mode, the soldier's starting point is selected and he follows a path to a 
predetermined objective. Press the ® button to toggle between attack and defend. 

• Note that with soldier units selected to defend* you can place them on the map manually. 
Red squares are the only sections where you cannot place an soldier. Press the directional 
buttons to move the defending soldier to any part of the scraen. 

- If desired, you can change your current viewing angle of the field to help you moke decisions 
of where to place your soldiers. Press the Ra button to zoom in on the map and the Rl button 
to zoom out. You can also press the Li button to scroll the map towards you or the L2 button 
to scroll the map away from you. 

• Once your soldier type, combat status (attack or defend], and place on the map have been 
decided, press the © button to place the soldier unit. At any point prior to pressing the 
© button you cart change the selections you have made for that particular soldier. 

Once both players have placed all units/soldiers on the map, It's time to battle! 

GRUDGE MATCH H 

In this game, its simply all out war between you and your adversary. The goal here is to eliminate 

your opponent a predetermined number of time* before ho/she eliminates you. 





STEAL THE BACON 

Bath you and your opponent hunt for the bacon. Once your soldier collects the bacon by walking over 
it, your timer starts counting downward. The bacon is dropped and the timer freezes if your soldier 
is destroyed. Each time you reacquire the bacon, your timer continues climbing downward from 
where it left off. You win if you are able to hold onto the bacon for a predetermined period of time. 
Of course, your opponent is trying to do the same, so if he/she acquires the bacon, don't let him/her 
have it for too long! 



SAVED GAMES 



Here you load a previously saved game from 
the MEMORY CARD. 



OPTIONS 



AUDIO 

Change the sound and ambience levels for the 

game. Prow the ♦ or ♦ directional button to 

toggle between the audio options. For either 
option, press the * directional button to 
decrease the ievel and the + directional button 
to increase the level. 








O SELECT • GO BAZA 



DIFFICULTY 

Set tic- difficulty level for the game: Easy for not too hard play, Normal for standard play and Hard 

for an extremely f hallenging game. 






CONTROLLER 1, CONTROLLER 2 



Highlight either of these depending on which one you wish to modify. 

Once selected, you have the following three choices: Configuration to change the button configuration 
for your game controller. Vibration to toggle whether the game controls are affected by game play or 
not(0UAL5HOCK m analog controllers only), or Exit to return to the previous screen. 

When Configuration is selected, the Controller screen appears- Press the ■* or ♦directional button 
to scroll through the coifigu ration typos. At any time you can press the * or * directional button to 
view how this configuration type affects your controls for the various drivable vehicles in the game. 
When you have highlighted your desired control configuration type press the © button to select. 



CREDITS 



Select this to see the names of the people who brought you this game. 



VIEW MOVIES 



Choose this option to access movies for other great 
titles from the folks here at 300. 



MOTE ON COMBAT CAM 



In cither one player or tmi player gomes, enter 
Combat Cam for precision firing. The closer 
perspective should help with guiding fire to an 
intended target. Press the Ri button during game play 
to change the viewing perspective to Combat Cam. 
Press again to return to the default view of the gome* 
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MAIN GAME SCREEN 



WEAPON SLOT 



This icon represents the weapon currently active. Scroll through the Weapon Slot by pressing 
the © or ® button. Fire the weapon by pressing the © button. 



HEALTH METER AND RADAR 



The Radar rotates when you change direction 
m the game. The Health Meter is represented 
as a ring around the Radar. A green ring 
indicates full health. As damage is taken, 
sections of the ring turn red. A completely 
red ring means the soldier has been 
destroyed. Green and Tan markers show the 
location of friendly and enemy soldiers. The 
waypoint objectives appear as bright red 
blips on the Radar. Should the current 
objective be beyond the Radar range, it 
appears on the edge of the Radar. 
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PAUSE SCREEN 



The Pause Screen comes up when the START button is pressed during game play The game pauses 
when this screen is displayed. The following options ire available: 



RESUME 



This brings you back to the gam*. 

This lets you view the current mission bripfmg. 



MISSION BRIEFING 



OPTIONS 



Select to change the Audio, Vibration or Crcsshnir 
settings for the game See page 9 for Audio 
options. See page 10 for Vibration options. 

With the Crosshair option, you toggle whether 
to have the crosshairs appear in the game or not. 
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RESTART 



This restarts the current mission. 






QUIT 



This quits the current mission and brings you back to the Main Menu screen. 
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WEAPONS 





STANDARD WEAPONS 

Aim and Fire: With the Rifle selected, press the © button to fire. 

Move and Fire: When you are moving, rourds travel straight ahead. 

Ammo: Unlimited ammo. 

Damage at Impact: Slight damage. 

r*nm.i:UJiM 

Aim and Fire: Your Rifle automatically turns into an Auto Rifte wh*nyou acquire the Auto 

Rifle. With your Rifle selected as the current weapon, hold down the © button 

to fire a continuous strcara of bullets. Rotate while firing by pressing the 

♦ or ♦ directional button. 

When you are moving, rourds travel straight ahead. 

Carrying capacity is 250 reunds. 

Damage at Impact: Slight damage per round. 

Aim and Fire: With the Grenade selected, hold down the ® button to bring up the Grenade 

cursor The cursor travels back and forth from your position to the throw range 
limit. Press the * or * directional button to adjust the throw direction. 
Release the © button to stop the cursor 
and throw the Grenade to ts location. 
You cannot throw a Grenate while moving. 



Move and Fire: 
Ammo: 




Wove and Fire: 
Am mo; 




Carrying capacity is 10 Grenades. 



mage at Impact: Moderate damage. 
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MORTAR 



is 

Aim and Fire: 



Move and Fire: 

Ammo: 

Damage at Impact: Severe damage. 



With the Mortar selected, hold down the © button to bring up 
the Mortar cursor. The cursor travels back and forth from your 
position to the firing range limit. Press the + or * directional 
button to adjust the firing direction. Release the © button to 
stop the cursor and fire the Mortar to its location. 
You cannot fire a Mortar while moving. 
Carrying capacity is 10 shells. 




BAZOOKA 



W 

Aim and Tire; 

Move and Fire: 

Ammo: 

Damage at Impact; Heavy damage. 



With the Bazooka selected, press the © button to fire. Note thatyoucan 

fire this while kneeling or standing. 

When you ere moving, shells travel straight ahead. 

Carrying capacity fs 10 shells. 




FLAMETHROWER 



E 

Aim and Fire: 



Move and Fire; 



Ammo: 



With the Flamethrower selected, press the © button to dispense a burst of 

flame, hold to continue firing the stream. Rotate while firing by pressing 

tho * or * directional button. Note that you can only fire this from the 

standing or kneeling position. 

When you are moving, flame travels 

straight ahead. 

Carrying capacity is 100 units of fuel. 



Damage at Impact; Slight damage per second of contact. 




EXPLOSIVE 



Aim and Fire: 
Move and fire: 

Ammo: 



N/A. 

With the Explosive selected, press the © button to set the 

Explosive at your current location. There is an n-second 

timer for this weapon. 

Carrying capacity is five Explosives. 



Damage at Impact: Severe damage. 




BAYONET 



Aim and Strike: 






Move and StriVe: 

Ammo: 

Damage at Impact: Instant kill. 



You always carry your Bayonet. With the weapon selected, press the 

© button to raise the rifle and stab. You stab in the direction you 

are facing. 

You can use the Bayonet while moving. 

N/A. 




TORPEDO 



Aim and Strike 
Move and Firm 



Ammo; 



While piloting a Submarine, press the © button to fire. 
Whether the Submarine is in motion or at rest, the Torpedo 
travels in the direction the sub is facing. 

Unlimited ammo. 



Damage at Impact: Severe Oamage. 
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HEAVY WEAPONRY 



TWIN.50CAL. 



Aim and Fire: Press the ® button when next to the Twin .50 Cal. to activate it. While using this 

weapon, the view automatically shifts to first person. Holding down the © button 
fires the guns. Pressing the * or * directional button rotates the guns in those 
directions. Pressing the * or * directional button raises or lowers the guns, 
respectively. 

You cannot carry the Twin .50 Cal. 
Unlimited. 

Damage at Impact: Slight damage per round. 

Note: The Twin .50 Cal. can be found alone in a machine gun nest, or attached to a 

craft, such as the Submarine, Assault Raft or Bomber. When next 
to a nested Twin .50 Cal. , press the © button to activate it. In the case of the 
Bomber, you can toggle control of the z Twin .50. Cal. guns by pressing the 
® or tf» button. 



Move and Fire; 
Ammo: 
















MEOPACK 



You can (tore a maximum of three Medpaclcs in your inventory. The Medpack 
restores you to full health no matter how much damage .you have taken. After 
acquiring a Medpack, select the Medpack and press the © button to use it. 



MEDKIT 



The Medkit is similar to the Medpack, except 
that it restores only some damage and it is 
used automatically when acquired. 
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VEHICLES 



Since the Green Army depends on you for victory, you have access to the driving and weaponry for 
many of the vehicles you ccme across. Directions for how to maneuver the vehicles are listed in "Default 
Controller Functions" found on pages 4 and 5- 

MESa 

Weapon: Large Cannon and Small Machine Gun. 

Heavy [Large Cannon). Slight (Small Machine Gun). 
Heavy armor. 



/ 



Damage: 

Defense: 
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SUBMARINE 
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Weapon; 
Damage; 
Defense; 
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Weapon: 
Damage: 
Defense: 



MOTORCYCLE 



Torpedo. 

Severe. 
Moderate armor. 



Front 60 Cat 
Slight. 
Light armor. 



CARGO TRUCK 



Weapon: 
Damage: 
Defense: 



ASSAULT RAFT 




Weapon: 
Damage: 
Defense; 



The triKk can run into enemy soldiers. 
Severe damage through collision. 
Moderate armor. 



Front Twin .50 Cal. 
Slight damage per round. 
No or nor. 
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Depending on the mission, fellow soldiers will join you in an attempt to help complete the mission 
objective. Your enemies, however, are an entirely different matter. They have instructions to take 
out any of your army's troops that they come across, including you. 



RIFLEMAN 



The Rifleman is the standard soldi or of any army. They are exceptionally 
effective in small groups or when several converge on one target from 
multiple locations. 8eware when the enemy Riflemen come at you in 
numbers. Even a few enemy Riflemen can tum an unaware soldier into a 
pile of plastic pieces. 



GRENADIER 



These soldiers are very skilled at taking out entrenched positions. Taks care, 
should they attack your location. If they themselves are entrenched, get rid 
of them os soon as you can. Lone enemy Grenadiers can do a lot of damage to 
you and your allies with just a few grenades. 



MACHINE GUNNERS 



These nested soldiers are hard to reach and keep you at arm's-length with 
their deadly stream of (Ire. Long-range weapons are useful at taking 
these guys out. 
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FLAMETHROWER MAN 



Another type of soldier who is great at taking out fortified enemy locations is 
the Flamethrower Man. The strength of this soldier is the amount of damage 
a continuous stream of flame can do. Their limitations are that they only Are 
straight ahead when running and have a relatively small supply of fuel. Remember 

these weaknesses, and use them to your advantage. 



BAZOOKA MAN 



The Bazooka Man inflicts a lot of damage, taking out light armor and Inflicting 
enough damage to thrcatan heavy armor. Keep in mind the slower reload tim**. 



MORTAR MAN 



Not evena tank can last very long from the shells of 
a Mortar Man. While the Mortar Man packs a great 
punch, the reload time is 5low. 









ENEMY VEHICLES 



JEEPS 



Quick, but armed only with a single Twin .50 Cal„ a jeep does not present a significant threat. 
However, often they are accompanied by several support Tan infantrymen, which could cost you 
some health. 



pr BOATS 



A PT Boat has some armor and is fairly agile. Like the jeep, a single PT Boat is not necessarily a 
problem. What is concern, however, is that PT Boats tend to come one right after the other. 
In this way. they slowly erodo your strength through their double Twin .50 Cal. guns. 



TANKS 



K 

The Tan Tank is known for moving extremely alow but carrying d iignifkant punch. Make sure you 
take out a Tan Tank early: the more distance between you and it. the better. Once the Tank turret 
has fired on your position, you won't last long, even with heavy armor. 






FIGHTERS 



Tan Fighters want to see nothing short of watching your transport plane go down in flames. They are 
aggressive and approach your craft from all directions. You'll need to be quick with the Transport 
plane's guns if you are to take out these fearless Tan squadrons. 
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SUBMARINES 



Tan Subs will try to block your path in underwater battle. They are slow but attack in waves or 
groups, nibbling away at your own craft's armor. Master maneuvering your own Sub to handle 

these piranha;. 
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AHMY MEN 




OPERATION; LION'S DEN 



You begin the war against the Tan in their 
destroyed capital. Alt Tan opposition was 
supposedly destroyed in the last war...or was it? 
Your first objective in the capital city is to support 
the Green Army. You'll need to do this because the 
Tan are on their way and will offer substantial 
resistance. Once you have protected the tanks 
from Tan ambush, you are ordered to search the 
underground secret Tan headquarters. Green 
Intelligence has confirmed it is being utilized once 
again as a Tan center of strength. Your mission Is 
clear: remove any Tan opposition you encounter. 















OPERATION: KNIGHTFALL 



\our next mission brings you to the area where the 
Tan are believed to have regrouped from the 
earlier urban battle. The Tan are well aware of your 
intended offensive and are prepared to resist any 
attack from the Green Army. In the mountains, 
your mission is to play the role of part soldier and 
part spy. Your first objective is simply to fight your 
way to the base of operations. Once there, you will 
needtobestealtliy inyour approach and find away 
into the base. Any Tan machinery you come across 
must be demolished. Should you succeed so far.you 
must escape from the mountain fortress. 
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OPERATION: SCORPION 



Well done so far, but victory is still far away. Take to 
the river and smash through Tan surface opposition 
with your sturdy Assault Baft. Next, the Tan lead 

yni) into open desert in an attempt to make a stand 
against you. Flat terrain here favors their defense. 

The Green Army has given you a Tank for your 
efforts, but you'll need more than armor and a few 
lucky shots to survive out here. The key in this 
mission is to fight a slew of Tan Tanks and reach the 
Pyramid. The Tar. are with you every step of the way. 
so don't expect a nice, easy stroll. Once you arrive, 
you'll need to fight inside the Pyramid itself, rumored 
to be a death maze with an abundance of traps. High 
command cannot contirm what is inside, so literally, 
watch your step. 





••— 
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OPERATION; PEGASUS 



Take to the skies against a determined Tan air Force! 
You'll be manning the Twin 50. Cal. guns here against 
Tan Fighters who have been ordered to down yaur 
aircraft at any cost. Once past these aerial foes.you 
need to be just as skilled on the ground in ordti* to 
reach the Assault Raft. Later on, you'll fight your way to 
a critical Tan command tower to blind the enemy, then 
"borrow"a truck to stay hot on the trail of th» fleeing 
Tan Army. The Tan are prepared to launch a rocket 
barrage of high explosives against key Green sites. 
Discover a way to keep this from happening. 
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OPERATION: POSEIDON 



The final battle comes down to who controls the 
seas. But you'll be fighting underwater to wreck 
the Tan war machine. The development of 
advanced submarine warfare holds the key to 
success in this final battlefront- You are ordered 
to penetrate the Tan Sub pen and recover a 
Green Submarine that the Tan have acquired. 
Once in control, follow the fleeing Tan Sub. Should 
the Tan Sub escape, it's afl over; the Tan will use 
their vest resources to destroy the Green Army. 
Take out the Sub and you'll literally face the 
heart of the Tan industrial war machine. Find 
a way to stop the Tan once and tor all in this 
final assault. 
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CUSTOMER SUPPORT 







WEB SITE 

Visit WWW.3D0.COM/SUPPORT for late-breaking news and information, answers to 
Frequently Asked Question!; (FAQs), links to hardware manufacturers' web sites, and 
the latest product updates. If you want to ask a specific technical question, you can 
use the online email form available at our web site or send mail directly to the 
customer-tupport@3do.com address. 

PHONE/FAX 

Call (650) 385-3*93. Monday through Friday, 9:00am - 12:00 noon and 

2:00pm - 5:00pm, Pacific Time, or fax us at (650) 385-3181. 

U.S. MAIL 

CUSTOMER SUPPORT 
THE 3D0 COMPANY 
100 CARDINAL WAY 
REDWOOD CITY, CA 94063 

BUY DIRECT 

If you wish to purchase additional copies or other titles from The 3D0 Company please visit the 3DO 

Direct Online store at <http^>store.^do.com> or call: (800) 336-3506 in the United States 

(650) 385-3187 outside the United States 
WORLD WIDE WEB 
http://wwwJdo.com 




THE3D0 COMPANY - END-USER LI CENSE AGREEMENT 

I^'OIHANT^EASE READ CAREFUUY IF YOU ARE UNDFR 

Ef*TIRE END-USER LICENSE AGREEMENT (Uk "EULA**) PRIOR TO USING THIS 3DO PRODUCT IN ANY MANNER. Tte EULA is o lcg*l ugtecaicni 
beivvecn you. tie original consumer purchaser or subseqitnt transferee of Uiis 3D0 software product rYeu") and The 3DO Ctim|uny, a California corporation 
l"?DO") As ViKii herein, Ik lenu "Program** Includes llKcompmer wfiwaic ami ibMKiUcd auiiuviuial woik*. die related iiKdid, a\\ |m intcd notarial*, and any 
clraronie or "Wline" documentation materials regarding :his 3DO software product B> opening ihb package and/or uang d* Program. You acucpi awl agree to 
abdchy alltifihcit^ifeaiticutititkimorUiit EULA. 

LUCENSE GRANT. 3IX) hereby grants Yo^^ 

of this EULA- The Program incorporate* varicus intellectual projcity rights thai miy include, without limittcton. oapyrijjhts, trademarks, potent, trade secrets and 

oilier prcpricury "8^ Icollalively, the "Intellectual Property Rights")- Wliie You are emitted to own ihe physical media on which the Program is di&tribiUetL 

3DO reuins all righu, title and interest in aid to the computer software, audiovisual works, and other materials comprising the Program ard all lutellcclual 

Properly Right relating tterclo. 

2. R1GHT3 Af*D RESTRICTIONS. Tlic Program if protected by US and foreign copyright bws and inttmaiicnal opyrigb treaties, as well as by other such 

im*llecusl properly hws ard treaties. Tie Program u licensed (and not fold) t> You* and any and all rithts nrt expressly granted to Yoi hcrtm are reserved hy 5DO. 

1 You may u<e one copy of the Program on your game console. Except as eipresjiy set forth in the user muiual lor this 3DO software product the Program may 
not tc shored or otherwise used simultaneously on move thononcgimc console 

1 The Program U licensed lor use as a single integrated product, and You agree not to sepiraie the component parti of the Program fir use in any oilier application, 
predict or service. 

1 You iotc not to publicly perform* tent lease* loan, or sublicense the Prcgram i or any portion theieoO. or to otherwise provide *ny third party will access to 
and/or the oppwtinity ta copj or olterwis use tfic Prcgnm. 

■You tgfce lot to adapter otherwise modify* creac snydcrtvitive work, crdecxropile, disasternble, reverae engineer* or otherwise attempt to derive any £curce 
code from, the Program (or any portion thereof), except and only io the eAieni that T DOtwiikstaning sirh resaictiots. such activity is expreisly pcrmitKd by 
applicable law. 

* You may permanently transfer all of your rights under this EULA, provided that (i) You transfer l»e CTtrc Prc^ramJnclucing any and all cnrnpimeats thereof 
andall vcjjliaiiu Uiefluj^ilieaa^ 
cond lions of Itii* EULA. 

3* SUPPORT SERVICES. ?D0 iray provide You with support services relating to the Program (collectively. "Stpport Scares"). Your ibc of any su* Sujfort 
Scrvkesdiall be subpet in 3DCT* ihen-applicable policiesand pograms as <fcscribcd In the eotMiscr manual for tie Program, m "on line" dncunenialion (if iny). 
ani/or in othersuch uuteriah puHished by 3EO Ali supp^mcnal conputer software and douinenUlion miteriah (if am) provided by 3DO as part of ib Surwi 
St vstes or oih:rwiw^alhll he considered pirl of ilie Pribram W Any information 

ihat You disclose or provide in L\tnneclbn wiih the Support Services may be used by 3DO for any ol its business puipcscs, including, hit not Incited to. prcduct 
derc!opi;i£iu and suppixt 

4. U& GOVERNMENT RESTRICTBU RIGHTS. The Program and all compyncrts and veriiens thereof aie provided with rwtriclcd rights. Use* dupiicaticn, or 
disclnsuic hy the U.S Gnwrnment or any U.5. Gnwmmenl siilwiniraftiv is ^uhjeci w reitrietion^ as <et forth in wihpangraph IcK I V i») of ihe R^hts ir Technical 
Diita and Computer Software clangs at DFARS 252,227-1013 « subparagraphs (c( 1 1 ard (2) of the Commercial Compter Sottwarc*Rcstriclcd Ri^ib clause at 
48CFR 52221-19. at applfcahle "Man^fpcrorer 4 as such term K used therein, is Vk 3DO Company, 1(H) Cardinal Way. Rodvuod Gly. Cilifoma. 94(61 USA. 

5. EXPORT LIVBILITY ASSURANCES. Yo* agree that Ihe Program ftill not be exported outside Ihe United Slaws except as authcrized and/or pemiined bf the 
lav* ami icgublioflA of (Ik United State*. If \V«i have iidnfulK nliLmed lI>cPio^t4jii outside lite United Sutcs, Vou a^cc not to re export the iTograr* saccpi as 
permitiD! by the law> and rcgulaLbns ol the Uniied States ind tte laws and regulations of the jurisdiction in which You cfotainal the Program. 

h. I LRMINATION. Vithou prejudice to any of 31)0*5 otfer rights and remeflics under afphcable law. 3IX>may, « il5 sole dwrrctlutu temmate this titLA ir You 
fail to C4JiT^>ly with any of rhc terms or condtoons rf this EULA In the event this EUI-A is teniinaieJ, Yixi must iestro? all copies rf the Program, including, but 
net limited to, all components anU versions tticreor icensed to You hcreun<ter + 

7. ffOVf RNING MW. TTik EULA shall be (uvened by and ccnsirued under the laws of the Slate of California, excluding liat body of law related to choice of 
lav*, and of th: Unitfd Staes of America. 

8. EINTIRE AGREEMENT. This EULA consttlutcs the entire a^rwmcnl and uidcmtnding of the purt»« re^anlin^ the pofiiewot and u*e of ihe Pccgrara by You and 
the related subpet metier hereof- If any provisim of this VMIA (or part thereof) is determined In any <xiurr of competent jarisdittion to be void* inralid or otherwise 
uR*nforvt^l^suiHirnn F uion|nrparultifeo0^hall bedecnudddcl^ from this EULA. ubile th* rcmiininc provisions of thu 0,'LA ihall continue in full fore and 
cflecL Mi failtre or ttlay hf f 3D0 in exercising any right, power or remedy under thU EULA ihall operate as a waiver of any sidi right, povcr or rcmedj. 
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AND SERVICE INFORMATION 



THE 3DO COMRWY 
LIMITED 90-DAY WARRANTY 

*: 3 DO Compaav t"3DO"> w;imnis li> ihc original consumer puvluiMT Of this J DO software pfmluci thai ilic tiieJtu uiiluti which the 

underlying computer program i* recorded will he free Imm defects in materials and uurk nuns hip unttcr mtrm;i) + recomineaiUril use frr 

ninety («)) days from the date of purchase* The JDO lufhvare program rcvnrded wuliiu such medium is fixtvided i>n an ".as U" basis* 

Widnmi mv uarraniy orcundilion ,M any kirn:, unit 3DU shall ihh k- liable lor inn hvsscsor Jamoicofain Ibid nr miiiiiv rcMiliintf Imm 

She use or inability to use sucli prujram- 

3DO*s efllire Itabiliiy and the anginal cimunvr put'chwcr's exclusive rettted\ for hivaeh ol aiy warrunly i express or implied) siull be, at 
JDO'saplioin cither: (a) to replace Jrcc *il' charge, this 3tX) sntluure pruditcl. or ibllojEiuntloiht original lunsumcriwchascr the price 
paid for ihis JDO software product Thr preceding warrant) shall not he applicaMc and 3DO shall nm he obligated to rcplwc lhi% 3IX) 
software product or to return any such mm tul1conginalconMimerunlcMihi\^DOM»h\\nreprtHluci is returned \\ithin Uifr9fMa> warrflntj 
periods postage pre-paid, wiih dated prwtfciFpirelllWfc loThc3DOCrtraiuny ( HlO Cardinal Way. Red yv<* J CiijXA 940©, Anil! CuMomet 
Support Depi. Tlicprccaling wcimniy Siall K Void l| uiy defect in lhls3DOwHWWtpWiducl arises through accident, negligence use in 
any application for which thiv 3DO Miftmirc product wis not designed or intended, mtdilidlion wilhail the pfiur consent of 3DQ. any 
Lan^c cxiciiiuIiu ilie product icjutieaiMir hv unv oilier cmi*c unrclaictlto defective muenaKnr tuirknianship. 

bcEPT FOR THE LIMITED WARRANTY SET FORTH ABOVE; ALL OTHER REPRESENTATIONS, WARRANTIES. 

:'O^I>mON3. TERMS AND OBLIGATIONS.^^ 

IMPLIED WARRANTIES OF MERCHANTABILITY. FITNESS FOR ANY PARNCLLAR PURPOSE AMX)R NON- 
INFRINGEMENT REGARDING THIS 3DO SOFTWARE PRODUCT (RELATING TO HITHER TNL MEDIA. THE SOFTWARE OR 
OTHERWISE) ARt tXCLUDEDTO THE MAXIMUM EXTENT U LOWED BVAPPLICABI ELA% 

IDO ii^itln'i ;i.«i:i:'^ mir autftorr/n any othci pcivtn oroniilv to ikhiiii* for MX) •» am rcl.iic»l w aftlliuiod ClUilS > an) oihci iibfisaiion 
ir liability in connection wiih this 3DO software product." IN NO EVENT SHALL' JDO BH L1ABI.H FOR ANY INCIDENTAL. 
mVSEQUFNTIAl. (INCLUDING LOSS Of PROFITS!. SPECIAL \M3'OH OTHER DAMAGES OF ANY KIND OK NATURE 
RESULTING FROM THE PURCHASE POSSESSION. USE. OR INABILITY TO USE THIS t|» SOFTWARE PRODRT. EVEN II- 
3I10 HAS RFRN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR LOSS. IN NO EVENT SHALL IDO'S LIABILITY TO 
[HE ORIGINAL CONSUMER PURCHASER EXCEED THE AMOUNT ACTUALLY PAID FOR THIS JDO SOFTWARE PRODI CT 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW I ONYI AN IMPLIED WARRANTY LASTS AND/OR XI II- 
&XCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO I HE LIMITATIONS AND/OR 
EXCLUSIONS SET FORTH ABOVE M AY NOT APPI VTOYOI THIS \V4KK4\ n CHVESYOU SPECIFIC LECA1 RIGHTS AND 
SOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY l-ROM JURISDICTION, TO Jl BISOICTION 



[DO lias endeavored la ensure th;ii the end-user manual ami pi.Mnoli.maI nmlcnaK icjMnhim ilus .'DO Htfiwire product ucairaiel) 
Rcrcnce the prnduji. Huwercr. because of ongoing improvement-* ami ijnd,uin« of 3DO wiftwnrc prrduclft JDO cannoi guuruinct! ik* 
Lvuntcj of primed materials after the- dale of publication, 3 DO disclaim* din lt»«. liability intVor januifico. whether in contrail, ion m 
ihcrwisc. aiisine Imm any inaccuracies »r other insinuation contained uiihmthc manual ancWirpromOIilMlul inaienals. iiiclinliuu. uithow 
rni:i:iiton, any loss or liahilityiuvuliiny ihun changes errors I'ronrssioiN miiIi respcci t.ian\ ol .>u;h iictm< 



Hot New Games 
from 3DO! 
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Customer Support (650) 385-3193 

customer-support@3do.com 

Monday-Friday: 9am-12pm, 2pm-5pm Pacific Time 



Tim 3D0 Comply, 1« GaiOliul Way. ReCflOOd City. CA WQOi 

<D 2001 Trie 350 Gonwny. All Rights Reierved 300. Army lien, Fhal Frail Roa Comrot PLaiuc Mer. Wamors d Might 
3Kl Mag*c> Watt Uestrocliai League. WLC Thunder Whs. aid tMi respeflwe lojos* an traaemarKs inoyoi service maita 
ol The 300 Company in the LIS. vd ottier countries All other iraderrarks biiong to Weir Tespectrve owners. 

Ixensei by Sony Computer EniorUinmenr Amerca for jss with the PlayStation pant corsoto. Ray5:aflon art the PayStaton 
Ictfos are registered iratJemWs of Snny Computer Entcnainrrcnllnc The ratings con isa trademark d the hteracUtOigtal 
Soman Assertion Mamfactured ana printed in me u.b a THts soRYWHE is compatible with Playstation game 
CONSOLES WTH THE NTSC Utf DESIGNATION. U5< WO FOHEIGH PATENTS PENDING, 
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www.3do.com J 



